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12.0 SHIP & WEAPON INFORMATION: 

12.1 WEAPON INFORMATION: Following sre o 
number of groupings of weapon typus followed by 
the names of weapons that fit in each type. 

ANTI SHIP MISSILES: SS-N-2C, SS-N-7, SS-N-12, 
SS--19, Harpoon, Tomahawk, Exocet, Otomot, 

ASW MISSILES: Asroc, Ikera, Malofon. 

ANTI SHIP & ASW MISSILES: Fras-1, SS-N-14, 
SS-N-15, SS-H-16, Subroc, Nuclear Asroc. 
AAW MISSILES: SA-NI-3, SA-N-8, 

SH~1-ER, SM-2, Seo 
ASW TORPEDOS: Mk 46, L3, LS. 
ASW & ANTI SHIP TORPEDOS; 533 MM, 400 MM, Hk 
g jig b. Spee Te mM 
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GREY SEAS, GREY SKIES, A Computer Game Of Modern Naval Combat. 


The world of the modern naval officer has become very complex. A Ae 
no longer stands on his bridge to view the approach of his enemies an § 
the effects of his fire. The men that command modern ships do so from deep 
inside the hull in a room where all the electronic systems that poy 
track, and attack come together, the Combat Information Center. GS,GS puts 
you in that room. 


GREY SEAS, GREY SKIES is THE representation of modern naval combat at the 
tactical level. It covers submarines, surface ships, and aircraft in @ 
highly realistic and accurate manner. Your computer takes the place of the 
electronic equipment of up to ten ships and submarines in a 10,000 square 
mile section of ocean, A number of pre-set scnarios are included, as well 
as the option for players to create their own scenarios from the naval 
units of any of the world’s major powers. Also included are 2 maps and 
playing pieces for use in producing manual tracking when search results are 
insufficient for a computer derived solution. Play may be with two players 
or against the computer, The game was designed by W, Nichols, with art by 
J. Kula, 


ALSO AVAILABLE FROM SIMULATIONS CANADA; 


Board Games; 

DARK STARS, Exploration & Conflict In Space. A Complex Strategic Study. 
SEAPOWER & THE STATE, World War III At Sea, A Strategic Study. 

INCHON, Turning The Tide In Korea, Sept., 1940. An Operational Game. 

LA REGIA MARINA, The Battle For The Mediterranian, 1940-1943, A Complex 
Strategic Study 

DIVINE WIND, Japan In The Pacific, 1941-1945. A Complex Strategic Study, 
KRIEGSMARINE, Naval Combat Against The Axis. A Tactical Game. 

I.J.N., Naval Combat Against Japan, A Tactical Game. 

ORTONA, The Advnce Through Italy, Dec, 1943. An’ Operational Game. 
ASSAULT ON TOBRUK, Rommel Triumphant, 20 June, 1942, An Operational Game, 
DIEPPE, The Return To The Continent, 19 Aug., 1942. An Operational Game, 
D.A.K., The Axis In North Africa, 1940-1943. A Complex Strategic Study, 
THE WILDERNESS, Lea Meets Grant, 5-6 May, 1864, An Operational Study. 

MAN OF WAR, Naval Combat In the Age Of Sail, A Tactical Study. 

NAPOLEON'S LAST TRIUMPH, The Battle Of Wagram, A Complex Operational 
Study, 

ROCKETS RED GLARE, The War Of 1812 In North America. A Strategic Study, 
WITH FIRE & SWORD, The Thirty Years War, 1618-1648. A Strategic Study, 
SCOURGE OF GOD, The Campaigns Of The Mongolians. A Strategic Game. 
JIHAD!, The Rise Of Islam, 632-732 AD. A Strategic Game, 
HANNIBAL, The Italian Campaign, 218-206 BC, A Strategic Study, 
WARRING STATES, The Unification Of China, 231-221 BC, A Strategic Game, 
THE PELOPONNESIAN WAR, Athens Versus Sparta, A Strategic Study, 


Computer Games: 
GREY SEAS, GREY SKIES, Modern Naval Combat. A Tactical Study, 
FALL GELB, The Fall of France, Spring, 1940, A Strategic Study, 


A NOTE ON COMPLEXITY: Those described as Games are fairly easy. Studies 
are of medium complexity. Complex Studies are just that, 
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Passi n consists of the searching unit Listening for each helo after 

Pere erbarne noise emitted from other units. If using order will automatically Land the helo on ageuip ave games in progress. 
active sonar, this selection will display the contact indicated by the pleyer efter the landing orders A 5 g eralized Ap ecem BD tued to hold at Least 20 in iouloransesaaine tesnaele 
Letter, range, bearings and Location of all units which ‘Transit! order at Ler Se eae Eee fae aaa vias’ Be sure to use one. After saving 4 game initial placement, 85 well as the advantages of doing the 
the “selected, fre ing se re ponar one Pree eee od at eae ne hela up to 30000 "yards per turn to the computer can be shut down or play payee ae on unexpected. Placement to the north, south» and/or wees 
letter, bearings type of unite and sonar mode of the reach the assigned Location. When on station the helo the next turn of the game just saved an aS con jad foo neminty and streteh CR Orr ge 
t 5 rogress« 2 
Se ee tae Ngai Deas CS bere ne mt Une oe location unt or ete Gey F B.2 VICTORY: The player earning the most victory The selected environmental conditions can have a great 
points at the end of the game is the winners The impact on play. At night visual ranges are greatly 
tically calculates the pase victory point reduced and periscope observations nearly useless. Less 
capable aircraft are severely restricted. Weather 
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displayed. Noise Levels represent small 
waterborne sound thet may be heard but ere too faint to indicated as On Station. 
be o contact. The accuracy of such bearings is variable and calm) an enemy surfece ship could be sighted up to 
and false bearings ere possible. The current mode of the 30000 yerds distant and 8 submarine up to 5000 yards any handicap points r 4 5 f 
soner for that unit will be displayed and the player will distant. Submarines that have fired missiles during the 4g) victory points for the following: damage & estruction 0 and sonar searchy weapons US, 
be asked if a change in this mode (active or passive) for turn mey be detected at greater ranges. Helos will opposing units (variable with damage up to the value of effectiveness. Sonar conditions, such as biologics and 
the next turn is desired. automatically report sightings. If the sighting is 8 | the unit), exiting CVs, AUs & MRs (Blue player only) Layer, can cut down on the search abilities of both 
6.4 WEAPONS STATUS: This selection will display the submarine the helo will automatically move to the | {variable with damage), shooting down opposing aircraft submarines and anti submarine forces. Keep these factors 
weapons available to the selected unit, how many of each Location and atteck. A helo can conduct 2 attacks before (10 points each). The computer automatically subtracts in mind when making your selections. 
weapon remain available, the minimum range of the weapon running out of weapons. The number of attacks still base victory points for the follow Ge accepting patrol 9,2 SUBMARINE TACTICS: Unless there is somewhere to 
(in 1000's of yards), and the maximum range of the weapon possible is indicated after the wt for the helo. A helo aircraft or airstrikes (100 points), each use of a go, submarines should move slowly. This will maximize 
{also in 4000's of yards). For submarines the stetus of which Lands will automatically spend 10 turns refueling nuclear weapon (100 points), allowing ® helo to run out the effectiveness of their passive sonar while decreasing 
layer will be and rearming before egein becoming available for orders. of fuel (10 points). The actual totel displayed will be the noise levels they emit. Approaches on opposing units 
d the player adjusted so that neither player hes @ negative value, but should be made at depth and bow on to decrease the chance 
points between the players will not be of being detected. The submarine commander must develop 
while awaiting & fire 
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made per turn with escl 
e tube counted 8s @ change. Players not familiar with and return to the main menu. 
the weapons Listed should consult the Ship & Weapon completed their End Segments, play will move to the the game are listed in each 
Information section (Rule 12.0). Combet Segment. description. When producing your own scenarios, players Try to keep at Least 40000 yer 
6.5 FIRE CONTROL STATUS: This selection will display should determine the handicap 6t the end of play based on ships since most have Limited range ASW weapons When 
information available pbout any contects being tracked by 7.0 THE COMBAT SEGMENT: the victory point values of the units picked by each attacked, shoot beck if possible, and run away deep and 
the aca Ho s fire control system. The player will 7.1 GENERAL: During the Combat Segment all ordered and players Eech player should totel the point value of his fast. 
always be asked if tracking of a contact should begin. A arriving attacks will be reolved by the computer. Next units as Listed in rules section 12.2. However AU and MR 9,3 SURFACE SHIP TACTICS: Surf 
yes response will lead the computer to display the units will be moved es ordered during the previous Player type units should have their victory point value to th t di 1) Surface) ships” aver work 
aR) LS praia a ee antec conteee Segments and any airstrikes will be resolved. Finally subtracted from the owning player's total. Remember to See anaed page rs Soe eee Ee pond BU 
ri ng. espond w the contac etter helicopters will be moved, search resolved and an include an extra 400 points in the total of a playe & 
desired, Opposing contact lattersinillbe displayed in 1B Fs ’ y player screens on the flanks of high value units. Place good 
Inverse Lettering. Different reste will be able to track POoE ON UTION: vmen resolving attacks the having seLected, on rgerite: ayer and Se cmethet tees snipe neer your high value unite. Put oe Chk 
‘erent numbers Oo contacts et the same time. If 8 computer will display the weapon involved and th L numb fF int: handi eavy, long range weapons in the center of formations. 
differen trol system 18 at its peel She rand’ thanplayen re rel eine ee meeP a e result mber of points as a handicap to the pleyer with the Move forward less capable units that can b nae 
. iLL only be announced Lower total. This handicap is then added to th tt ee s 
thes to track another contact the player will be given ee AGEL ng oo ‘3 jacks Ww y iP 10 e detect opposing units. Use helos whenever possible to 
ene open to drop tracking one of the current contacts attacks may ms ee ge by te Oe ronal tie See ereatal oS ee eriEL Cath eh ee ee fing pppoes he CG both submer ines and surfece fOrcess 
} Sen i apn re nen contact. Players will always be torpedos arrive, thus allowing time for evasive actions. the most points then wins, though any scches snake e When attacking submarines, mrt rapidly toathe Locats any 
¢ plea 6. ope ont re weapons from the selected unit Gun and missile attecks will be resolved in the same turn within 20 points when more than 2 units per side ere tn slow and go sctives anduetrschacs quickly, es possible. 
= =e jan turn with the eee esis ey pone up to 2 attacks they are initiated. If the target in such an attack has pley, are so close they should be considered a dr GN LOD Cue back for exploiting counterattacks. 
= > 9 special restrictions: they eger on it will sutomatically try to electronice Note that i ' ae When engaging surfece forces, try to do so fron i108 q 
; A, Submarines at speeds greater than 45 knots or at seer uty at when picking forces, one playe® © victory point u is 
See eerdapthiimby inot seat olen rtecks:iunile a jam and shoot down incoming missiles. The direction from total for his forces should not exceed twice that of the thet weep ee SOME, though this is of te sift toutes 
| batow shallow depth may only Pack aie AD ae te an attacking weapon is approaching will often be other player or the scenario will be impossible to G24 sHISBILE (COMBAT: Themmasnmcsciesons in missile 
weapons will indicate when they cannot be fired é Veplayed. Demege is determined for each hit based on correctly handicap. conbat_involve when to Lounch and how many welpcr’ 0 
B, Guns and various other weapons may only be fired at the warhead of the weapon and the general Location of the Re There is en exiom that states ‘tHe who shoots first, 
< | targets for which a precise range 4a known. These bites Damage will cause decreases jin various unit 9.0 NOTES ON PLAY: wins". Though there is an element of truth to thiss 
| sro e will indicote if they cannot be pein abil Eiaks With enough demage a unit may be gutted (100 9,1 BUILD YOUR OWN SCENARIOS: The players should agree snapshots should not be used exclusively. The number of 
Doan a ekiny ia. cemntectsageaMe 7 A tt Riper 3 percent damage) or sunk outright. ahead of time as to the general Toacorence le are missiles carried is often Limited and snapshots have 
rader, vieualy or active sonar search, or 3 apenas ey eB ‘POveHENT AIRSTRIKES: Movement will occur and force Levels to be used. For this latter ieentegee greatly reduced chances of finding their targh ies In 
turns by passive soner, will result in @ fire control eat ae jn accord with current conning orders and maximum number of victory point value in units Bau CtiBe Sudition, high cepability units will be able to Jem OF 
solution, This is indicated by a flashing contect a ere any damage sustained during the turn. agreed to. However specific units picked should be u a shoot down many incoming weapons: Se large salvos ere 
ai letter, Fire control solutions produce the best combat leaveuthe nom La be indicated and permanently each player end should not be revealed to the Sai often required to saturate their defences: Keep in mind 
results when firing weapons, but the player may launch aveth game. e Blue player receives bonus victory player. In making your choices consider th a that most of the above also applies to the use of 
Nespons against any contact, even if e fire control points in all scenarios for exiting aircraft carriers, guidelines. : ey following torpedos. Note that some units have SAM 
== solution is not ready. Such an attack { d merchants, amphibs, and euxiliaries. Next any patrol Submarines can be th their weapons. Th ve s listed among 
Snapshot and will not have as great @ chance aes aa or airstrikes scheduled to arrive during the due to their aut ah Ca ae in the game since ane have ies panier Be aD rey surface ships 
Snapshots may hit unintended units, friendL . urn will do so. Defending forces will automaticall weapons, but etect and their powerful How a Lypurpsee: aie eis 
thet lie al i y or opposingy fire on attecking ai y pons, but they are often Limited to pass ever, they are not very good at anti surface att 
pecan slong the track of the weapon to its intended strike sircreft wil De aa Leas Meee ponte ea ee are further Limited we erait ar etet used against surface vessels will aha 
ger CONNING ORDERS: This selection will di Fesults are strongly influenced by pe ret or y and will be sunk by almost any hit. en able for use against opposing missiles and pircreft. 
selected unit's current position, course a eand ne conditions, Patrol aircraft will loiter in the area to pectidenee aie have a number of search systems that can ete NUCLEAR WEAPONS: Nuclear warhead weapons are 
applicable, depth. It will also display ne capabi itd automatically assist in future searches. designed for Ra solutions, but many are only and aan byian aster ish elDe ae pot for general vee 
spplicabler depths ‘for the unit. The player will - 3.4 HELICOPTER ACTIONS: Following air combat helos Se eeuntscaleani task (anti submarine, anti air, or thr Pee only be fired against high velue units oF e 
given the option of changing the unit's conning orders will transit as ordered, automatically conduct search detected iT: ve surface ships sre often easily rar aap rate fo rir) extreme damage, Note that 
Diver curr Haxinum speeds of units sip conning oes and transmit any results. Helos purereinctaibaan ties gy ater + Try to mix your choice of forces to provide nuclear detonations can cause damage beyond 3000 yards 
Fenians oe pasar gt conditions, Submarines pain Bee fone in tae weapons will automatically conduct ATE th ne pareee ets femiliar with the ship Toe inees fenned Paine ang that “heleemers especially 
ed to a maximum speed of 15 knots when acks, which will be resolved immediately. H i ‘ not have difficulties d r 
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have an arrow. When a player gets a search result 
indicating a bearing one of these makers can be placed on 
top of the unit which obtained the result with the errow 
pointing jin the direction of the bearing. When two or 
more of these bearing cross at some part of the map, this 
can be marked with one of the crossed bearing markers to 
indicate the possible Location of an opposing unit. 
Often a single searching unit will produce a number of 
bearings. In this instance it is often simpler to place 
the bearing markers around the edge of the map down that 
bearing with the arrow pointed back toward the unit that 
obtained the bearing. 


4.0 GETTING STARTED: 

4.1 BOOTING: To boot the game you must have the 
computer indicated by the Label on the box. In addition, 
a minimum of 48K of RAM and a disk drive are required. 
Simply place the disk in the drive and turn on the 
computer, or turn on the computer and type the boot code, 
or turn on the computer and type 'RUN FAST'. It is 
possible that your computer may run on @ different DOS 
than that in which the program is written. In a case 
where normal boot up as above does not work, consult your 
DOS manual for how to boot up via your DOS conversion 
system. 

4.2 NEW OR SAVED GAME: After booting the program will 
ask you if you wish to start a new game or restart @ 
saved game. Give an 'N! or 'S' as required. 'S' will 
take you to the save game routine (see rule 9.0). 

4.3 ONE OR TWO PLAYERS & PASSWORDS: When starting a 
game the computer will need to know how many people will 
play. By selecting 'O' for one, your opponent will be 
Crazy Ivan. Crazy Ivan is the computer and he always 
plays Orange. You will Likely find Ivan more sly than 
crazy. Next the players will be asked to select a secret 
password. Simply pick a few Letters and type them in. 
This password will be requested by the computer at the 
start of each player's segment so that only the correct 
player can play the segment. When playing against Crazy 
Ivan passwords are not required. 

4.4 SCENARIOS: There are 7 prebuilt scenarios included 
in the game and detailed in rule 11.0. If you wish to 
play one of these simply indicate its number and the 
computer will set it up. Alternatively players may 
construct their own scenarios. If you select the Build 
Your Own option you will be asked a series of questions 
involved in setting up the scenario. These will include 
picking the environmental conditions (day or night; layer 
strength which effects sonar detection between different 
water depths; biologic intensity representing Living 
creatures that make noise and which effect all sonar 
results), the nationalities each player will play, and 
the specific types of units each player will have. When 
playing against Crazy Ivan, the player will have to make 
these unit selections for Crazy Ivan also. 

4.5 UNIT SELECTION RESTRICTIONS: In Build Your Own 
scenarios each player will have the option of selecting 
up to 7 surface ships or 3 submarines. If a player picks 
less than 7 surface ships he will have the option of 
having a submarine also. However the total number of 
units for both Orange and Blue may not exceed ten, so the 
players should decide in advance about how many units 
each will have. Victory point values as listed in the 
Unit data and the handicap system detailed under the 
Victory rules should be considered in these choices. If 
Soviet surface forces are picked the player will have the 
option of having patrol aircraft or 8 land based bomber 
strike. U.S., English, and French forces will have the 
option of a patrol craft. If a player has included an 
aircraft carrier he will have the option of a ready 
airstrike. Patrol aircraft and airstrikes are cancelled 
if the opposing player picks only submarine type units. 

4,6 STARTING POSITIONS: Finally the players will be 
asked to give their starting locations for Build Your Own 
scenarios. Orange forces may enter start coordinates 
anywhere in a band starting at the map edges and 
extending into the map to a square 70000 yards from the 
map center. Blue forces may start anywhere in a box 
extending 50000 yards out from the center of the map. 

The computer will set initial courses and speeds. 

4.7 UNIT & CONTACT DESIGNATIONS: Each player's units 
are assigned an individual number starting with 1. Units 
detected by search will be given a contact identification 
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12.0 SHIP & WEAPON INFORMATION: 





12.1 WEAPON INFORMATION: Following ere o 
number of groupings of weapon types followed by 
the nomes of weopons that fit in eoch type, 

ANTI SHIP MISSILES; SS-N-2C, SS-N-7, SS-N~12, 
8S-N-19, Harpoon, Tomahawk, Exocet, Otomat. 

ASW MISSILES; Asroc, Ikere, Malefon, 

ANTI SHIP & ASW MISSILES: Fros 1, SS-N-14, 
SS-N~15, SS-N-16, Subroc, Nuclear Asroc. 

AAW MISSILES: SA-N-3, SA-N-6, SM~1-MA, 
SM-1-ER, SM-2, Seo Dart 

ASW TORPEDOS: Mk 46, L3, LS 

ASW & ANTI SHIP TORPEDOS: 533 MM, 400 MM, Mk 
48. Tigerfish. Speorfish, F17, Seasnake, A~184. 

ASW MORTARS 100, ABU-B000, Limbo, ASW 
Mortar, 
2 ous 57MM, 76MM, 100MM, 114MM, 130MM, 6 IN, 
6 IN, 

















12,2 GHIP INFORMATION: Following are o series of 
ohip listings by country, The formot will be: 
cat unit type, victory point value, unit 
aniny the unit is oriented to 
wither AAW, ASW, or GP uso). 

USSA; Soviot CV, CVN 2650 GP, Kiev, CV 100 
GP, Moskve, CH 00 ASW. Kirov, BGN 100 GP, 
Krasino, CG 70 GP, Kora, CG 50 ASW, Kreste II, 
CG 50 ASW. Kyndea, OG 50 GP. Sovremmeny, 0G 60 
GP, Udeloy, DG SO ASW. Koshin, DG 30 GP. 
Krivok II, FG 20 GP. Oscer, SGN 200 GP. 
Chariie I, SGN 60 GP, Echo II, SGN 5O GP. 
Alpho, SSN 100 ASW. Victor II, SSN 70 GP, 
November, SSN 50 GP, Yankee, SSN SO GP, 
Sierrs, SUN 300 -, Dolte IIT, SBN 200 -. 
Tango, 85 40 GP. Foxtrot, SS 30 GP. 

USA: Nimitz, CVN 250 GP. New Jersey, BG 100 
GP. Ticonderoga, CG 70 GP. Virginie, CGN 0 
GP. Belknap, CG SO AAW, Lashy, CG 50 AAW. 
Burke, DG 60 GP. Spruence, DO 50 ASW. Adame, 
DG 40 GP. O.H.Perry, FG 30 ASW, Knox, FF 30 
ASW. SSN(X), SSN 80 GP. Loa Angeles, SSN 100 
ASW, Sturgeon, BSN BO ASW. Permit, SSN 70 GP. 
Skipjuck, SSN 50 GP, Ethun Allan, SSN 5O GP. 
Nevtilus, B8SN 40 GP, Ohio, SBN 300 -, 
Lofayotte, SBN 200 -. 

UK: Invincible, CH 100 ASW. Sheffield, DG 30 
AAW, Type 24, 0G 30 GP, Broodsword, FG 30 GP. 

















we 








Amazon, FG 20 GP, Leonder, FF 20 ASW. 
Trofalgar, SSN @0 ASW. Swifteure, SSN 70 GP, 
Resolution, SON 200 -, Upholder, SS 40 ASW, 
Oberon, 85 30 GP, 





ae FR: Clemenceau, CV 150 GP, C-70 AA, DG 30 
. AAW, G. Luygues, DG 30 GP, Tourvilie, 0G 30 
ASW, O'Orves, FG 10 ASW. C. Riviere, FF 20 
ASW. Rubis, SSN 70 GP. Agasta, SS 40 GP, 
Daphne, SS 30 GP, Redoubtable, SBN 200 -, 
OTHERS: GBromon, FG 30 GP, U=13, SS 40 GP, 
Lupo, FG 20 GP, Mavstrale, FG 30 ASW. N. 
Souro, 8S 40 GP, Shirane, OG gO ASW, 
Hotsuyuki, 0G 20 GP. Yushio, SS 40 GP. Luta, 
DG 20 GP. Jianghu, FG 10 GP. Romeo, 5S 30 GP. 
Godaveri, FG 20 GP, Auxiliary, AU 70 -, 
Merchant, MA SO -. 
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12.0 SHIP & WEAPON INFORMATION: 

12.1 WEAPON INFORMATION: Following are o 
number of groupings of weapon types followed by 
tho names of woopons that fit in each type. 

ANTI SHIP MISSILES: SS-N~2C, SS-N-7, SS-N-12, 
SS-N~19, Harpoon, Tomahawk, Exocet, Otomat, 

ASW MISSILES: Asroc, Ikara, Malofon 

ANTI SHIP & ASW MISSILES: Fros-1, SS-N-14, 
SS-N-15, SS-N-16, Subroc, Nucleer Asroc 

AAW MISSILES: SA-N-3, SA-N-6, SM-1-MA, 
SH-1-EA, SM-2, Seo Dart 

ASW TORPEDOS; Mk 46, L3, LS. 

ASW & ANTI SHIP TORPEDOS: 533 MM, 400 MM, Mk 


48, Tigerfish, Spearfish, F17, Seasnake, B4. 
' ASW WORTARS: ABU-1000, RBU-GO00, Limbo, ASW 


Mortar. 
GUNS; S7MM, 76MK, 100MM, 114HM, 130MM, 5 IN, 


1K. 


2 SHIP INFORMATION: Following ore o seriou of 
ship Listings by country. The format will be: 
clos name, unit type, victory point value, unit 
Specialty {mooning the unit {is oriented to 
either AAW, ASW, or GP use). 

USSR: Soviet CV, CVN 250 GP. Kiev, CV 100 
GP Moskva, CH 00 ASW, Kirov, BGN 100 GP. 
Krosino, CG 70 GP. Karo, CG 60 ASW. Kreste II, 
CG 50 ASW. kynda, CG 50 GP, Sovrammeny, 0G 50 
GP. Udetoy, DG 50 ASW. Kashin, DG 30 GP, 
Krivak II, FG 20 GP, Oscer, SGN 200 GP. 
Charlie I, SGN 60 GP, Echo II, SGN 50 GP. 
Alpha, SSN 100 ASW. Victor II, SSN 70 GP, 
November, SSN 50 GP, Yankee, SSN 50 GP. 
Sierra, SBN 300 -. Delta III, SBN 200 -. 
Tongo, SS 40 GP, Foxtrot, SS 40 GP. 

USA: Nimitz, CVN 250 GP. New Jersey, BG 100 
GP. Ticonderoga, CG 70 GP. Virginia, CGN 50 
GP. Belknap, CG 50 AAW. Leahy, CG 50 AAW, 
Burke, 0G 50 GP. Spruonce, DD 50 ASW, Adams, 
0G 40 GP. O.H.Perry, FG 30 ASW. Knox, FF 30 
ASW. SSNIX), SSN 80 GP. Loe Angeles, SSN 100 
ASW. Sturgeon, SSN 80 ASW. Permit, SSN 70 GP, 
Skipjack, SSN S50 GP, Ethan Allen, SSN 50 GP, 
Nautilus, SSN 40 GP. Ohio, SBN 300 -, 
Lofayette, SBN 200 -. 

UK; Invincible, CH 100 ASW, Sheffield, 0G 30 
AAW. Type 24, 0G 30 GP. Broadsword, FG 30 GP, 
Amazon, FG 20 GP, Leander, FF 20 ASW. 
Trofalger, SGN 80 ASW. GSwiftsure, SSN 70 GP, 
Resolution, SBN 200 =. Upholder, SS 40 ASW. 
Oberon, SS 30 GP. 

FR: Clomencesu, CV 160 GP, C-70 AA, DG 30 
AAW. G. Leygues, DG 30 GP. Tourville, DG 30 
ASW. O'Orves, FG 10 ASW. C. Riviere, FF 20 
ASW. Rubis, SSN 70 GP, Agoote, SS 40 GP, 
Daphne, SS 30 GP, Redoubteble, SBN 200 -, 

OTHERS: Bremen, FG 30 GP, U-13, SS 40 GP, 
Lupo, FG 20 GP. Manetrale, FG 30 ASW. VN, 
Sauro, SS 40 GP, Shirane, OG 30 ASW. 
Hatsuyuki, OG 20 GP. Yushio, SS 40 GP. Luta, 
DG 20 GP. Jivnghu, FG 10 GP. Romeo, SS 30 GP. 
Godaveri, FG 20 GP. Auxiliary, AU 70 -, 
Merchent, MA 50 ~, 















































